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BEGINNING YOUR JOURNEY » 

To PLAY O.D.T. ON YOUR PLAYSTATION"" GAME CONSOLE: ^ 

1. Set up your PlayStation* game Console ii^:Ae60RDANCE with the instruction manual ’ 

SUPPLIED WITH THE SYSTEM. ’ S ‘ 

2. Open jhbj Disc cover and placS-the DfscaNioTHE bed of the drive, ensur^^e printed : 

FACES UPWARDS . .. ~ 

3. Close the Disc cover. If the Console is switched off, press tII POWER bi^Bnto begin 
PLAY. IF.THE UNIT IS ALREADY ON, PRESS THE RESET BUTTON.''l;i 

4. Follow THE on-screen instructions. 'C’ : 


ThERE ARE A NUMBER OF ANIMATED MOVIE SEOM.ENCES THROUGHOUT O.D.T. ThBSE CAN BE SKIPPED 
PRESSING THE BUTTON OR THE START BUTT&%®OI^'«|| CONTROLLER. ' ! 

WARNING! It is ADVISED.THAT-YOU DO not insert or REMOVE PERIPHERALS OR MEMORY CARD^iOl|ei‘ 
THE POWER HAS BEEN TI^'NED 0 N^.,MaKE SURE YO'lI.HAVE ENOUGH FREE BLOCKS ON YOUR MeMORX^^^ 
BEFORE COMMENCING PLAY. O.D.S|tjSES 1 Memory CARD^LOCK. 

■■ ■■ k 


AND Roll ' 

[IN CONJUNCTION 
WITH DiRECnONAL 
buttons] 


Walk backwards 


Aim gun 

[IN conjunction with 
Directional buttons]' 


Side Step/Walk Slowly; ■ 

INJUNCTION WITH DIRECTIONAL" BUtTONS) 


RESET BUTTON - 

POWER INDICATOR 
POWER BUTTON — 
CONTROLLER PORT 


MEM0ByCARDSLCrr2 


Change gun ammunition 


CONTROLLER PORT 1 
CONTROLLER P ‘ 


CONTROLS 


i^iDlRECTIONAL 



XJN + :R2 BUTTON 



CRAm;- 





Run forwards 












FROM THE SHIP’S LOG OF THE NAUTIFLYUS, UNDER THE 
AUTHORITY OF CAPTAIN LAMAT: 

SOME MAY SAY IT WAS FOOLISH70 PLY OVER UNMAPPED TERRITORY WITH S^^A 
VALUABLE CARGO ON BOARD; I WOSlLD REPt^.'ftlATTHE CARGO'S VALUE MADf^:H A 
DECISION IMPERATIVE AND ROBBED ME OP ANY REAL CHOICE II#rHE MATTEllSl^ GREEN 
PEARL WITH ITS EXTRAORDINARY POWERS'MUST BE DELIVEREOTQ THE CITY "^CALLl, 
OTHERWISE MANY MILLIONS WILL FALL VICTIWITO THE.EPIDE«C WHICH EVEN NOW IS 
DECIMATING THE POPULATION. IT WOULD HAVCTAKEN TOO LONG TO.TAKETHE NAUTIFLYUS 
OVER KNOWN LAND. WE SIMPLY HAD TO RISK A FLIGHT PATH ACROSS THPFORBIDDEN ZONE 

NOW/ HOWEVER/THE DECISION APPEARS TO HAVE'Vi^KED AGAINST US4l AM AFRAID 
WE MAY HAVE FAILED THE CITIZENS OF pALLI ANB^ERHAPS THE EPIDEMIC WILL EVEN ^ 
SPREAD ACROSS THE W|ldLE"of TONANTZIN.HF THIS HAPPENS, I FEEL THAT I WILL ; 
BE RESPONSIBLE. , Ju M 


THE SHIP IS SEVERELY DAMA^D FROM THE CRASH, THIS TSTRUE, BUT WE MAY BE ABLE.f 
TO REPAIR IT IF,vf E W&RIC QUICKLY AND IN HARMONY. UNFORTUNATELY, WE NEED GAS TBi J 
REINFLATE TH'e'nAUTIFLYUS' BALLOON AND THIS WILL BE MORE DIFFICULT TO COME BY; VM 
WILL NEED TO DISPATCH ONE OF THE CREW ON A SEARCH FOR MORE. I DO NOT EVEN 
KNOW IF the green PEARL AND ITS CONTAINER ARE SAFE; IF THEY ARE LOST, OUR i'S 

OPERATION*MAY BE IN VAIN. AND I FEEL CERTAIN THAT IF WE COULD TRANSPORT IT ' ’ 

TO CALLI, rilE EPIDEMIC'S SPREAD COULD BE STOPPED. ITS POWER SEEMED TO PROTECT 
US AS WE'fELL FROM THE SKY AND THOUGH WE ARE TRAPPED HERE NOW, WITHOUT IT W^”^ 
WOULD SURELY BE DEAD. 


SO, I MUST DELAY MY DECISION NO LONGER. ONE OF THE CREW MUST BE SENT OUT ALONE 
TO FIND THE GAS WHICH COULD STILL SET US ON OUR WAY. WE APPEAR TO BE ATOP A 
DARK TOWER - I CONCEDE THAT FURTHER EXPLORATION WOULD APp|ftR TO BE DEADLY. 

AND YET, IT MUST BE DONE. .I-. 
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RESET FUNCTION 




g. You CAN RESET O.D.T. AT ANY TIME BY HOLDIN^^fNjT|E SELECT BUTTON, 
i THEN PRESSING AND HOLDING THE START, BUT^ipOR 2%j;9NDS. T HIS WILL 
V jRETURN YOU TO “THE game's TITLE SCREEN. ^ 

r'l 

STARTING YOUR MISSION 


STARTINiGYOl 

FNIJ. 


JN.™ SEQffENCEj^FINISHED/ YOU WILL ARRIVE AT 


S NS ARE NAVIGATED BY USING THE UP AND DOWN DIRECTIONAL 
LIGHT OPTIONS AND USING THE O BUTT0N|[’0 CONFIRM. PRESS 
0 RETURN TO THE PREVIOUS MENU. 

HN’tOTHE GAME M€^j|^^^EW GAME'. 

othe Character §'^yTf’MENu. Use the Right 

TONS TO CYCLE THROliiiH.THE 4 AVAILABLE CHARACTERS - PRESS 
JTTONS TO ROTATE THE CHARACTER. PRESS THE © Byf'TON WHEN 
THE ONE YOU WANT IS DISPLAYED’.’ , 

A SHORT MOVIE SEQUENCE WILL llw|ptfueE YOU TO THE STORY, BU+^WTHAT'S 
OVER, you're ON YOUR OWN... 
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THE CREW 


CAPTAIN LAMAT 

YOU CANNOT CHOOSE TO PLAY AS CAPTAIN LAMAT. 


As YOUR CAPTAIN, LAMAT WILL BE 
CONCERNED FOR YOUR SAFETY AND ANXIOUS 
THAT YOU ARE ABLE TO COMPLETE THE 
TASKS YOU HAVE BEEN ASKED TO CARRY 
OUT, He WILL REMAIN WITH THE 
NAUTIFLYUS to ORGANIZE ITS REPAIR 
^ WHILE YOU EXPLORE THE TOWER IN 
SEARCH OF GAS TO REINFLATE THE 
1*^ SHIP'S BALLOON. 


CORPORAL IKE HAWKINS 

32 YEARS OLD. 

6', 1", 198 LBS. 

Hawkins is known as a fine strategist, an 

EXCELLENT LEADER AND AN ACCURATE 
MARKSMAN, ALL QUALITIES CAPTAIN LaMAT 
VALUES IN HIS SECOND-IN-COMMAND. 

These skills have been noticed by 
THE Captain for some time since 

THEY HAVE FOUGHT SIDE-BY-SIDE 
THROUGH SEVERAL PAST BATTLES. 

Unfortunately Lamat's steady 
demeanor never DID FULLY RUB OFF 
ON THE ROWDY CORPORAL. IT IS THIS 
unruly attitude that HAS RECENTLY LED 
Ike into an unfortunate incident with 
W another commanding officer. Due to 
whaTthe military deemed a “disgraceful 
incident", Ike remains in jeopardy of being 
thrown out of the army, and faces possible 
incarceration for his untimely dissension. 
This mission may very well be his last 
chance TO prove himself and clear his name. 
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MAXX HAVOK, CHIEF ENGINEER 

29 YEARS old;"'"’ ^ t 

6'4", 247 LBS. 

ENGINEER OF THE NaUTIFLYI^ 

THAT THE SH['§^p’|!|Si!j,.^ 

TO HIM. He SPENT YEARS 
DESIGNING THE SPECIAL ENGINES, /' 
CORRECTING EVERY FAULT UNTIL IT WAS 
CAPABLE OF UNDERTAI<IN(| LONG, 

DANGEROUS JOURNEYS ACft’qSS UNMAPPED 
TERRITC^Yj He FEELS THAl to lVIEHOW, HE 
WAS ^'‘|||MP FOR HE'S 

pt|fE)^tTfe'TO MAI^E AMtlVl»HlS 
TfEMENDOUS PHYSICAL ^p;ll'GTH 
WOULD CERTAINLY BE USEFUL IF HE 
WAS CALLED TO EXPLORE TPE: 

THOUGH HE CAN BE 

REACTING TO,:|^il|‘ 

BRUTE FORCE BEFOREIuSING'' 

HIS BRAIN. 


JULIA CHASE, CARTOGiRlAIWER 

P| i 

Julia ChIse is the best||artograp 
IN Tonantzin. She WASipHE-nRST brave 

EXPLORER-TO pEFIcfALLrT}IfVER_$E, THEN 
NAME, THE PREVIOUSLY'tfloisSoVERED 

land.^,behind Quauthli. JupA's 
RESoIrg|F»:NESS HAS BR0|j|HT HER 
MUCH sSIeII IN LIFE. ShE 
VEHf'MENTLY DESPISES BEING LUMPED 
INTO THE ''helpless MAIDEN" 
CATEGORYi AS HER BEAUTY MATCHES 
HER STRENGTH AND INDEPENDENCE. 
LAMAT'S assertion is TWat IF 

Julia is, abletd do what she 
had previously done - explore 

UNKNOWN AREAS WITH LITTLE 
OR NO PROTECTION OR 
SUPPLIES, AND COME BACK 
WITHOUT A SCRATCH - SHE'D 
FIT RIGHT IN WITH THE 
OTHERS. 


I 


O.D.T. 
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PREVENT THEIR MASTERS' SUCCUMBING TO THE DARK SIDE OF MAGIC, 

THE RAMF Sr.REEN 


SOLAAR, THE ARCHBISHOP 

41 YEARS OLD. 

5' 9", 159 LBS. 

SOLAAR IS ONE OF THE MAGI OF 
k TONANTZIN, THE SIX PEARL KEEPERS WHO 
m TRADITIONALLY PROTECT THE GREEN 
I PEARL AND ITS POWER. HE WAS GIVEN THE 
r TASK OF ACCOMPANYING THE PEARL AND 
THE NAUTIFLYUS ON THE JOURNEY TO STOP 
CaLLI'S DEADLY EPIDEMIC - IT WAS 
THOUGHT THAT HIS POWERFUL SPIRIT 
ABILITY AND CONTROL OF MAGIC WOULD 
PROVE INVALUABLE, ALTHOUGH THERE ARE 
THOSE WHO QUESTION THE MaGI'S 
L INTENTIONS. After ALL, THERE ARE 
I RUMORS THAT A DARK PEARL EXISTS 
I CONTAINING EVIL POWERS, THE OPPOSITE 
OF THE BENEFICIAL PROPERTIES HELD 
WITHIN THE GREEN PEARL. THE WIaGI 
i SEEM TO WALK BETWEEN THE WORLDS OF 
I GOOD AND EVIL-THE TINY ANIMALS THEY 
■ CARRY ON THEIR SHOULDERS ARE SAID TO 


CURRENT AMMUNITION TYPE 


ENERGY 


MANA AMMUNITION GAUGE 


THROW WEAPON 


aUANTITY OF CURRENT 
THROW WEAPON 


ENERGY 

This gauge represents your character's physical health. When the 

GAUGE is EMPTY, you WILL DIE. REMEMBER THAT ENERGY POWER UPS CAN BE 
COLLECTED AND USED TO REVIVE ENERGY WHEN IT'S RUNNING LOW. 


THROW WEAPON 

Your character is equipped with throw weapons which can be used by 
PRESSING the © button. The number by this icon SHOWS how many of the 
currently selected throw weapons you have available. When you have 
more than one type of throw weapon available, you can select other 
ones from the inventory. 


MANA 

Mana is your character's psychic energy - it will be depleted each time 
you casta spell. Remember that mana can be boosted by collecting and 
using mana pearls which are hidden throughout the tower. You won't be 
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ABLE TO CAST SPELLS IF YOUR MAMA IS TOa|.8W. 

CURRENT AMMUNITION TYPE ^ 

Your Gui^iis capable of FiRwJ^ftiFPB^T Wpes of ammunition. Ti^^re 
Lig,h|j (:BLue), Fire^yeIlOw), t(Jhi&XG^®,ANb Fusion (|rey). WHicl^reRTYPE 

OF AWMUNITION IS CURRENTLY SELECTED,,'WU CAN FIRE IT BySrESSING TH^© 

BUTTON. Jf you have M0RE THAN ONE TYPt OF AMMUNITI0ll4,VA«ftBLE, CYCLE 
THROUGH'THEM by pressing the R1 button--YOU CAN ALSO SELECT YOUR 
character's punch/kick using this BUTTON.TF YOU run OUTfaF-YaOR CURRENT 

AMMUNITION BUT YOU HAVE THE SAME Af^^UNITION AVAILABLE IN YOUR INVENTORY, 
YOUR CHARACTER WILL AUTOMATICALLY REL8At):KsK WEAPON FROM THE INVENTORY. IF 
THERE IS NO SUCH AMMUNJTII^’ IN THE INVENf^'^fpE PUNCH/KICK WILL BE SELECTED 
AUTOMATICALIY. V' I 

NOTE: Each ammunitiOn'tIi^e has upVo 9 power levels, though the default® 
AND maximum levels, QEPENt) ON YOUR CHARACTER. AMMUNITION POWER UPS CAM ES 
collected and ^ORED .in ThI INVENTORY - IF YOU HAVE^SUFFICIENTsVyEAPON l| 
Control ability YOU can'use'the power up from the inventory to access a ' 
higher power level. (See 'Shift Stats' for more .information.) % 

AMMUNmON GAUGE 

This gauge shows how much of your selected ammunition you have left. 


i 


THE INVENTORY SCREEN 


Press the SELECT button while energy. 
IN-GAME to bring UP THE INVENTORY 
Screen. Press the SELECT 
button again TO'RETURirtOTHE 



— SHIFT STATS 




This number indicates the number of lives'/^ HArtfilEp beFo^^fie game 
B over. EA|H4;|^ you RUN out of life energy, Ya.lfeoStA;UFE,THOUGIJ _^ 
jlj^l^iyiEMBER^'^l jXTRA LlF|j«o’pSES A^AUTOMAT^ALLY US|P IF YOU^MANY 


’ GUAGE AS SEEN ON THE NORMAL GAME SCREEN. 


: MANA IjeiAGE AS SEEN ON T^ PiORMAL GAME S^?| 


»YOU tefiECT WEAPONS, AMMUNITIO#Ntl;OTHER ITEMS, THEy'|®|tiWPEAR IN 

inventory. Use the Left and RiIht Directional buttonsto rtiaHLiGHT 
WeJmFFERENT items, then PRESS the © BUTTON TO USE THE ITEMiqi^ PRESS THE 
© BUTTON TO DROP IT. 

The gauges in the Shift Stajs'.bik allow you to change the-Balance 
OF YOUR character's ABILITIES AND STRENGTHS. PRESS THE R2 BUTTON TO 
MAKE THIS BOX ACTIVE. REFER TO THE SECTION HEADED'SHIFT StATS' FOR. 
MORE DETAILED INFORMATION. 


).D.T. 
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SPELL MODE 



SPELLS AVAILABLE 

You ARE ABLE TO PICK UP SPELLS JUST LIKE OTHER OBJECTS AS YOU EXPLORE THE 
TOWER -THEY ARE FOUND IN THE FORM OF CRYSTALS. ONCE PICKED UP, THEY WILL 
APPEAR IN THE INVENTORY ON THE INVENTORY SCREEN. IF YOU THEN DECIDE TO 
LEARN A SPELL, AND IF YOU HAVE ENOUGH SPIRIT ABILITY, IT WILL APPEAR HERE ON 

THE Spell Screen. You should read the section 'Learning And Casting 
Spells' for more information. 


While on the Invemtory Screen, press the LI button to reach Spell Mode. 
Press THE LI button again to return to the Inventory Screen, or press the 
SELECT button to return to the game. 


ASSIGNED SPELLS- 


SHIFT STATS 


energy- 


press the R2 button while on the Inventory Screen to activate the Shift 
Stats box. Press the R2 button 


the Inventory Screen, 


again to return to 


MANA SPELLS AVAILABLE 


ARMOR 

WEAPON 


SPIRIT 

EXPERIENCE 


ASSIGNED SPELLS 

The 4 discs correspond to the 4 symbol buttons on the Controller ( O, ®, 
®, ®). Once you have assigned a spell to one of the Controller buttons, its 
icon will appear within the appropriate disc. This button will then be used 

WHEN you want TO CAST A SPELL (SEE THE SECTION HEADED 'LEARNING AND CASTING 

Spells' for more information). 


CURRENTLY SELECTED 
AMMUNITION — 
FIRE AMMO 


LIGHT AMMO 


FUSION AMMO 


AMMUNITION POWER LEVEL 


ENERGY 

This is your life energy gauge as seen on the normal game screen. 


ARMOR 

Determines how much life energy you lose when you take shots or hurt 

YOURSELF IN SOME OTHER WAY. 


MANA 

THIS IS YOUR MANA GAUGE AS SEEN ON THE NORMAL GAME SCREEN, 















WEAPON “ ^ 1 

Determines your ability to control wE.tftms. This affects your use of weapon ■ 

POWER UPS As feljLASYOUR^^ACY AND g|FICIENCY,^HEN SHOOTING^^ENEMIES. , 

SPIRIT ^ J 

DBTERMJNEiS YOUR ABILITY TO CONTRofiT/lAGIC. THE MORlt SPIRIT YOI^RvE, THE 
EASIER It WILL BE FOft YOU TO LEARN AfND CAST SPEL'll||WI-T+IOUT USING TOO 
MUCH MANA. . 


EXPERIENCE ... ,f 

As YOU EXPLORE THE TOWER, SOLVE PUZZLE?2SlteWGHT ENEMIES, YbiliWILL GAIN 
EXPERIENCE. USING THE SHII# STATS BOX, YoifcCllREDISTRIBUTE THIS EXPERIENCETO 
YOUR ARMOR, WEAPON ^NdSpIHIT ABILITIES* Use THE LEFT AND RIGHT DIRECTIONAL^ 
BUTTONS TO CYCLE TlfitoUbH 3 ABILITIES UNTIL THE ONE YOU WANT TO CHANGE IM 
HIGHLIGHTED, THEN USETH'Eip’ AND DOWN DlRE^ONAL BUTTONS TO REDISTRIBU.T^ 
EXPERIENCE TO YOU.R CHOSEN Ability. You should REMEJJBERTHAT maximum ABiilfVi 
levels DIFFER sbft' EAch CWa’rACTER - FOR EXAMPLE, MUSCLE-BOUNBjMAXX HAVOK >' 
WILL NEVER Bf'A DECEllr MAGICIAN. ThE MAXIMUM ABILITY LEVEL IS MARKED BY A 
RED LINE WITHIN THE ABILITY GAUGE. ' ' j 


LIGHT AMMO, FIRE AMMO, IONIC AMMO, FUSION AMMO 

The 4 GA|i;ES show how much of each ammunition type you have available. At ^ 

THE END'oF each GAUGE IS THE POWER LEVEL INDICATOR.THERE ARE UP TO 9 POWER 
LEVELS PER AMMUNITION TYPE, BUT THE MAXIMUM AND DEFAULT POWER LEVELS DIFFER 
FOR EACH CHARACTER. INCREASE THE POWER LEVELS BY FINDING AMMUNITION POWER- 
UPS -THERE ARE DIFFERENT ONES FOR EACH AMMO TYPE. THEY ARE PICKED 
UP AND HELD IN THE INVENTORY UNTIL YOU WANT TO USE THEM, TtWUGH YOU'LL NEED 
SUFFICIENT WEAPON CONTROL ABILITY IN ORDER TO DO THIS. I lk 


b.D.T. 
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CHARACTER SKILLS 

RUNNING 

Press THE Up Directional button to run FORWiwiDS. Use the 
Directional BUTTONS TO CHANGE DIRECTION. -4,1, 


DEGREE turn ; 

'URN ARo1}^4»RESS the ^WN'OfREcffoNAL BUTTON TWICE QUICKlSfiB^i^l 

' ft' ^ 4 J ifetesa- : i-li J 


rectiWal button together with the R2 button to walk 


S ^BUTTON WHILE STANDINqI^AtC! JUMPillfAfe^lP IN THE AIR. If' 
BUTTON WHILE Ry4%Gp^0‘WILL JUMp"M;UfeljM^HER - IT IS 
0 LEARN THIS SKILL IN ORDp TO’IEAP OVER DANGEHl^WS IN THE 
TIMES, THERE MAY BE BARS FROM WHICH YOU CAN HANG'IN ORDER TO 

: GAPS. If this is the case, keep the ® button press.||i |as you 

JUMP-YOUR CHARACTER will CATCH THE BAR AND JUMP AGAIN. ' , 

CLIMBING ■‘'^'*¥'*.'.7, 

If you're standing next to a suit^blewall or object, press the ® .button to 

CLIMB ON TOP OF IT. IF THE TOP OF THE WALL IS A LITTLE TOO HIGH, YOU MAY FIND 
YOUR CHARACTER CAN HANG FROM THE EDGE BUT CAN'T CLIMB RIGHT UP IN ONE GO. 

If THIS HAPPENS, PRESS THE UP DIRECTIONAL BUTTON TO CLIMB UP ONTOTHETOP OF 

THE WALL. Alternatively press the Left or Right Directional buttons to 

MOVE LEFT OR RIGHT AS YOU HANG. PRESS THE DOWN DiRKTIONAL BUTTON TO DROP 
DOWN OFF THE WALL. '1«. '41- 
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SIDE STEP 

Press THE R2 button plusthe Left or Right Directional button to side step 

LEFT OR RIGHT. 

CROUCHING 

Press the ® button while standing still to crouch down. 

CRAWL 

To CRAWL FORWARDS, PRESS THE UP DIRECTIONAL BUTTON, THE ® BUTTON AND THE 
R2 BUTTON TOGETHER. 

ROLLING 

Press THE ® button in conjunction with one of the Directional buttons to 

ROLL IN THE APPROPRIATE DIRECTION. 

CLIMBING DOWN LADDERS OR HANGING 

Sometimes you will need to climb down a ladder to reach an otherwise 

INACCESSIBLE AREA.TO DO THIS, WALK TO THE TOP OF THE LADDER. PRESS THE DOWN 

Directional button together with the ® button to climb down. Once you're 

ON the ladder, you can PRESS THE LIP DIRECTIONAL BUTTON TOGETHER WITH THE 
® BUTTON TO CLIMB UP. THIS METHOD CAN ALSO BE USED TO HANG FROM LEDGES 
WHERE THERE IS NO LADDER. 

AIMING YOUR GUN 

To AIM YOUR GUN, HOLD DOWN THE L2 BUTTON, THEN USE THE DIRECTIONAL BUTTONS 
TO MOVE YOUR CHARACTER'S ARM. KEEP THE L2 BUTTON HELD AS YOU FIRE THE 
WEAPON. 


18 ! 
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USING OBJECTS 

When you come across an item you want to use, such as a lever which looks 
AS IF IT might function, stand IN FRONT OF IT AND PRESS THE © BUTTON. OTHER 
OBJECTS MAY NEED TO BE PICKED UP AND SELECTED FROM THE INVENTORY IN ORDER 
TO USE THEM. 


LEARNING AND CASTING SPELLS 

LEARNING SPELLS 

Spells are collected as you explore the tower - they are found in the form 
OF crystals. They represent the 4 elements - there are Earth crystals, 

Air crystals, Fire crystals, and Water crystals. Each element consists of 
4 INDIVIDUAL spells, though YOU WON'T KNOW WHICH SPECIFIC SPELL YOUR 
CRYSTAL REPRESENTS UNTIL YOU LEARN THE SPELL. 

Once picked up, crystals appear in the inventory on the Inventory Screen. 
When you decide to learn a spell, use the Left and Right Directional 
buttons while on the Inventory Screen to highlight the crystal, then 

press THE © BUTTON to CONFIRM. IfYOU HAVE ENOUGH SPIRIT ABILITY, THE 
crystal will disappear from THE INVENTORY AND APPEAR AS A SPELL ICON ON 

THE Spell Screen. 

If IT IS THE FIRST SPELL OF A SPECIFIC TYPE YOU HAVE LEARNED, THE ICON WILL BE 
MARKED WITH A SINGLE STAR. THIS INDICATES THE LOWEST SPELL POWER LEVEL. IF 
YOU SUBSEQUENTLY LEARN SPELLS OF THE SAME TYPE, ANOTHER STAR WILL BE 



ADDED TO THE ICON. SpELLS CAN BE UPGRADED 3 TIMES, WHICH MEANS A MAXIMUM #'4 
STARS CAN BE MARKED ON THE SPELL ICON.. ^ 

Once THE spell.has been learned, you w|li,^need to assign it to a Controller 
BUTTON before YOU jIAN CAST -(HIS. FROM THE SpELL SCREEN, I^&.IGHTTHe' 

SPELLTedS|IUSINGTH|l.EFT ANe^IGHT^^TIONAL BUTTONS, THEN PRE^OUR J 
CHOSEN SYMBOL BUTTON ( ©, ®, ©^OR''^) ON THE CONTRcIlER.ThE SPWWILL BE 
ASSIGNEDTO THE SYMBOL BUTTON YOU PRESSED. ,,|k' 

fr- , ‘‘I'i j 

CASTING SPELLS i ' ^ ‘' J 

Press the LI button while in-game to display your assigned s’pslls. If no j 

SPELLS have been ASSIGNED TO CONTROLOKfcBLjJBlNS, YOU WILL JUSj SEE 4 EMPTY 
DISCS. If spells have BEEN ^i^lILOCATED, SOME;iiB^fe.OF THE DISCS VflLL BE FILLED 
WITH THE APPROPRIATE SPEtlij-ICONS. * ; 

Keep THE LI buttofI HEicj iJ^n and press the,s|iPpropriate symbol button o 
Controller to select ihe -^ell, then press thI sam.e button again to cast n. 
you have sufficieS’nbmAna, i*he spell will be cast, g.J ' 


SPELLS 

, n.: • ■ 

healing: ;B00ST YOUR ENERGY. 

■ . ’ .i' ' 

IV 1 ANA: ,B|)'oST YOUR MANA by using a quantity of YOUR ENERGY. f 

miniaturize: Shrink enemy creatures. 

BLAST: Boost all weapons to a higher power for a limited amount of time, 
twister: Summon up a small tornado and blow enemies away, 
ghost: Become invisible to other characters. », * 

« % 

TELEPORT: TRANSPORT&OU AWAY TO THE LAST CHECKPOINT YOU’ENCOUNTERED. 



LIGHTNING: SUMMON UP AN ISOLATED STORM AGAINST YOUR ENEMY. 
FIRE SHIELD: RECEIVE PROTECTION FROM A IJJ^OF FIRE. 

ICE WALL: Receive protection from awal^eice,^ -.^ 
vampire: Suck away an enemy's energy a^’add it to yq,^^vn 
FREEZE: Use an icy blast to combat enemies.^ ^ * I 

,ANTIDOTE!'^ yqu'VE BEEN.,POISgNED, ELECTRIFffiD,.SLOWED DOWNJ 
^^^ILL,THE'i 5 |lTldO% SWlrWiLL CURE Ybb!”" 

^E RAIN:.^Wb^te^IN^ElfftODING FIRE AGAINST YOUR ENeM 
fRE ll^®|y|»UMI^pUft/LAMES AGAINST AN ENEMY. 
'^^E^OR^^^MMON up fireworks AGAINST an ENEF^Y. 

«« lhAS»IU I I ^ _1_ vi.ii. 


liHai . «•! 



HE GAME 



Throughoutthetowerthere4i|^IjIeCkpoints represented by^^^w line 

ON the floor - IF YOU LOSE A LIFE^UR.ADVENTURE WILL RESTARt'^W THE 
LAST CHECKPOINT VISITED UNLESSAL'L YOUR LIVES ARE LOST. , “ 

However, in addition to checkpoints, there are also save points - when you 

SEE ONE, climb ONTO IT. MAKE SURE YOU HAVE A MEMORY CARD INSERTED, THOUGH 
remember THAT YOU ARE ADVISED NOT TO INSERT OR REMOVE MEMORY CARDS 

WHEN THE Consolers po^er.js on. 





'lOUSLY SAVED O.D.T. GAMES, IF ANY ARE DETECTED, WILL BE DISPLAYED ALONG 
WITH THE OPTION 'NEW GAME'. USETHE Up AND DOWN DIRECTIONAL BUTTONS TO 
HIGHLIGHT THE SAVED GAME YOU WISH TO OVERWRITE, OR 'NEW GAME' IF YOU DO 
NOT WISH TO OVERWRITE PREVIOUS GAMES. PRESS THE O BUTTON TO CONFIRM. 

Once the game is saved, you can continue exploring the tower. 

LOADING A GAME 

Previously saved games can be loaded by choosing 'LOAD GAME' from the 
Main Menu. This takes you to the Load Game screen. 

Use the Up and Down Directional buttons to highlight either 'MEMORY 
CARD SLOT r or 'MEMORY CARD SLOT 2', then press the © button to 

CONFIRM. A LIST OF PREVIOUSLY SAVED O.D.T. GAMES, IF ANY, WILL APPEAR ON THE 
LEFT OF THE SCREEN. USETHE Up AND DoWN DIRECTIONAL BUTTONS TO HIGHLIGHT 
YOUR chosen game, THEN PRESS THE © BUTTON TO CONFIRM. 

You can also load a game while in-game by pressing the START button to 
pause and selecting 'LOAD GAME' from the Pause screen. This will take you 
to the Load Game screen which is used as described above. 


OPTIONS 

Choose 'OPTIONS' from the Main Menu if you want to alter some of O.D.T.'s 
settings. The Options M enu will give you the following choices; 


AUDIO SETUP 

Go TO THE Audio Setup Menu where you can adjust 
'SOUND FX','CD AMBIENCE' AND THE '3D SOUND' type 
by using the Left and Right Directional buttons. 

GAME SETUP 

Go to the Game Setup Menu where you can alter the'DIFFICULTY', turn 
'MOVIES' ON OR OFF AND 'CENTER SCREEN' on your TV - see section headed 
'CENTER SCREEN' for more information. 

CONTROLLER SETUP 

Go to the Controller Setup screen which allows you to cycle through 4 
different Controller configurations using the Left and Right Directional 
buttons. 


CENTER SCREEN / ADJUST TV SCREEN BRIGHTNESS 

Select 'GAME SETUP' from the 'OPTIONS MENU'then select 'CENTER SCREEN'. 

Center the screen using the Directional buttons, then press the © button 
WHEN it is set CORRECTLY. 

You can also use this screen to help set your TV to the optimum brightness for 
playing O.D.T. While on this screen, adjust the brightness according to the 
instructions supplied with your tv system - IT IS set to its optimum level when 
all the colors above the bottom white line are visible, but the COLORS below the 
LINE have turned BLACK. 
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BONUSES 

The different bonuses are hidden throughout the tower - pick them up by 
WALKING THROUGH THEM. THIS ADDS THEM TO 
YOUR INVENTORY. 


LIFE ENERCY: REVIVE YOUR LIFE ENERGY WHEN IT'S RUNNING LOW. 

MAMA: Give a boost to your mana level - you won't be: able to 
CAST SPELLS IF IT IS TOO LOW. V 


AIR SPELL (SILVER): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST AlR SpELLS (EG. TWISTER.) 

EARTH SPELL (GREEN): If YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST 

FIRE SPELL (RED): If YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST FiRE SPELLS (EG: FiRE SHIELD) 

WATER SPELL (BLUE): IF YOU HAVE ENOUGH SPIRIT ABILITY, THIS 
CRYSTAL WILL ALLOW YOU TO CAST WATER SPELLS (EG: FrEEZE) 


GRENADE : A THROW WEAPON WHICH CAN KILL SEVERAL ENEMIES 
AT THE SAME TIME. 


MINE: This throw weapon is a powerful time bomb. 



WEAPON CONTROL UPGRADE: IMPROVES YOUR ABILITY TO 
CONTROL WEAPONS. 

ARMOR UPGRADE: IMPROVES YOUR BODY'S RESISTANCE TO DAMAGE. 
SPIRIT UPGRADE: IMPROVES YOUR ABILITY TO CAST SPELLS. 


BLUE AMMO: AMMUNITION REFILL FOR THE LIGHT WEAPON. 
YELLOW AMMO : Ammunition refill for the Fire weapon. 
GREEN AMMO: AMMUNITION REFILL FOR THE lONIC WEAPON. 
GREY ammo: Ammunition refill for the Fusion weapon.- 


BLUE POWER UP: INCREASES THE LIGHT WEAPON'S POWER LEVEL. 
YELLOW POWER UP: INCREASES THE FiRE WEAPON'S POWER LEVEL. 
GREEN POWER UP: INCREASES THE lONIC WEAPON'S POWER LEVEL. 
GREY POWER UP: INCREASES THE FUSION WEAPON'S POWER LEVEL 


EXTRA LIFE : GIVES YOU AN ADDITIONAL LIFE, 


ANTIDOTE: Stops THE poison from spreading When yOu are 
STUNG BY SPIDERS OR HIT BY POISONED ARROWS. • 






